
































9oy^s3u 

RULES 

CLAUDIO TURRI 

GRAPHICS 

CLAUDIO TURRI 

LAYOUT 

PIETRO TURRI 

BETA TESTING 
TANA DEI GOBLIN FORLI’ CESENA 
PAOLO CASAMENTI 
ERICK HAMED 


OTHER FREE BOARD GAMES, VIDEOGAMES 
AND COMICS ON 


www.miciosegoneags.altervista.org 


Contents: 


62 Molokai Cards (15 of each colors: blue, green, 
yellow, red) and 2 special white cards. 



Introduction: 

Crazy umbrellas and catfishes that wear kimono?! 
There is a strange air in Murochi Temple tonight.. 
It Seems that some spirits are living here... Sounds 
Interesting, who knows which of these demons will 
win the game? Unless they do not wake up the old 
monk. 


Aim of the game: 

Yokai is a simple card game, the players task will 
be to beat the other demons using a trio of colorful 
cards during the 9 turns of game. The player with 
the most points at the end of the game will become 
the new owner of the temple of Murochi, while the 
other players will have to suffer the wrath of the 
homeless Monk. 


Yokai Card: 



At the top we find the name of the spirit rKitsune 
The cards can be of 5 different colors: In this case 
red 

At the Bottom Right and Left there is the card 
values: 2+ 
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Getting started: 

Shuffle the deck containing the 62 spirits. 

-Each player receives 3 cards. 

-Hold your cards so that only you can see the colors 
and numbers. 

-Pick and Place 9 cards face down on the table to 
represent the temple of Murochi. 

-Choose a first player who turn one of the nine 
cards to choose from, as in the example below. 
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Sequence of the Game: 

The game is played in a total of 9 rounds repre¬ 
sented by the cards put into play at the start of the 
game. 

At the beginning of each new round will be revealed 
one of this 9 cards (if it reveals a special card, its 
effect is activated by the player).The player place 
one of the 3 cards in his hand on one of the blankets 
cards on the table, then draw another card and ends 
his turn. Each player takes turns in a clockwise di¬ 
rection. 


End of a round: 

The round is over when: 

-A player close one or more Tris. 

-The playing field is full. 

-There are no cards left in the draw pile. 





































































Evaluation: 


If a player plays the third card that close one or 
more tris the round ends and the other cards 
remain in play are discarded, the player takes the 
three cards that make up the trio and form a bunch 
that will count as the end points of the game. 

Points earned by a tris vary depending on the type. 

Example of Color Tris: 



With a trio of the same color will add up the points 
for each card taken, in this case 2 Karakasa (2 points 
each) and a Bakezori (1 point), you get a total of 5 
points. 


Example of Three Colors Tris: 



In Tris with three-colors are calculated only the 
cards with the lowest score and the one with the 
highest score including in the trio, in this case the 
higher card is the Tanuki (4 points) and the lowest 
is the Bakezori (1 point) and then you get 5 points 
instead of 7 as the Kitsune is not counted. 


H 



































Example of Multi Tris: 



If a player closes many tris by playing a card (in this 
case playing the Tanuki), takes all the cards of the 
tris closed and add them all as a hunch! 

In this case the player gets a total of 11 points! So 
in the case of a multiple tris, the rule of different 
colors in the score it does not apply. (Tris can be 
either horizontally, vertically and diagonally). 
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New Rounds: 


At the end of a round the field gets rid of all the 
cards face up, the next turn is opened by the player 
next to the one that ended the round. Before play¬ 
ing must always turn one of the cards on the table, 
which will now be composed of fewer cards. As in 
the example below where is discovered the Tengu. 



The player then plays a card from hand over a card 
face down, or on one of the free spaces on the cards 
that represented the rounds passed, because the 
field is always a grid of nine spaces to run tris. As in 
the example where the Makura-Gaeshi is played on 
an empty space. 





























Example of a first play of the Third Round: 



The Wrath of The Monk: 

If during a round of play, the field is filled and you 
can not close any tris, the various Yokai present 
create so much confusion as to wake up the furious 
Monk of the Murochi temple, that, with a prayer 
that sounds like a scream, banishes all the unfor¬ 
tunates Yokai present and closes then the turn, or 
in the eventual case that it was the ninth round by 
closing the game. 


Example of a Stall: 



Special Cards: 


Among the Yokai of each color there is always some 
spirit more powerful, not to mention the great 
dragon Mizuchi that sometimes visits the temple. 
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Namazu: The Long Moustaches of the mighty catfish 
grab everything! When Namazu appears or is played, 
he attaches the cards on his left and on his right, in 
doing so, if one of the two cards is part of a trio also 
Namazu is taken in total points with the cards of the 
same trio, whether it is a tris in color or otherwise 
Namazu is counted separately. 


Bakezori: When Bakezori is played you can play im¬ 
mediately another card from the hand and have more 
chances to close a tris, if it happens you can play more 
bakezori. 

x2 

Yatagarasu: If Yatagarasu is part of a tris, the card 
next to him has a value multiplied by 2. 

Yatagarasu not worth any points, so it is almost always 
an advantage to have it in a tris, if it happens next to a 
value of -10 from Oni, become a -20 in a tris, then nev¬ 
er close a trio with a Yatagarasu near an Oni! 
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Oni: Oni has a value of -10 points, if it is part of a 
Three colors Tris, while in the red trio is 0, in most 
cases serves more as an obstacle for the opponents. 



Mizuchi: The Great Dragon Mizuchi... well worth 
0 points. But as soon as he entered the temple, de¬ 
clares one of the 4 different colors in the game and 
become a demon of that kind. 



End of the game: 


The game ends when you close the ninth round and 
then the Murochi temple is completely destroyed. Or 
in the rare case that the deck is over, so all the Yokai 
had visited the temple of the furious Monk. Each player 
calculates the points from their bunches, obtained from 
turn to turn, separated from each other to avoid confu¬ 
sion and then calculating both negative and positive 
points, the player with the highest score wins the game 
and a scruffy temple. 

Four Players Mode: 

A 4-player game is played the same way with three 
cards each, but with playing teams. The teams are 
formed by player 1 and Player 3 against Player 2 and 
Player 4, to make alternating hands. 



